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EXECUTIVE SUMMARY 
Information technology (IT) shapes the way in which corporations 
compete as it determines the competitive advantages of a company. In 
recent years, a new technology called multimedia, which integrates 
versatile communication mechanisms into a computer system to achieve a 
high-level interaction，evolved. In order to assess the influence and impact 
of this technology to business entities, pilot interviews as well as medium 
scale mail survey were conducted to study the current development and 
future opportunities of multimedia in Hong Kong. A stratified random 
sampling method was employed to draw 643 large firms from two D&B's 
directories for key local and foreign companies by business category. The 
questionnaire asked respondents the following: (1) company information 
(2) attitude towards multimedia technology (3) current usage of 
multimedia applications (4) benefits gained and difficulties encountered 
(5) planned multimedia projects (6) concerns and budgets (7) potential 
areas for future development. 
A response rate of 20.5% or 126 valid questionnaires were received. Data 
analysis indicates that the ratio of investment on IT over the total 
investment is generally low although many firms have a separate EDP 
department. About two-thirds of respondents find multimedia solutions 
applicable in their organizations. However, only one-third of the firms are 
actually using or have planned to use multimedia applications. 
For the existing implementations, the most popular hardware platform and 
software environment are PC and MS-Windows/MS-DOS respectively and 
the invested expenditure is less than HK$100，000. Currently, multimedia 
iii 
benefits of multimedia applications are "deeper user impression" and "ease to 
use." On the other hand, they regard cost, lack of multimedia standards, and 
high demand on presentation creativity as major barriers in implementing 
multimedia projects. 
Planned new multimedia projects with an average budget range from 
HK$250,000 to HK$499,999 will start within one year. These new projects 
will mainly be on marketing & sales and training & development. 
Specifically, corporation image promotion, sales kiosks/merchandise 
information inquiry, presentation, and multimedia reference library are the 
majors areas to be developed. The major concerns for the new projects are 
marginal productivity gain, management support, and software & hardware 
technology level. 
Presentation, corporate image promotion, and sales kiosks/merchandise 
information inquiry are the three application areas which have highest 
probability to apply multimedia technology for potential customers. It is 
found that more and more firms find multimedia applicable and effective on 
sales & marketing whereas the market for training & development grows in a 
much slower pace. 
There is no uniform opinion upon whether multimedia capabilities will be free 
by 1995. But most of the respondents feel that the future of multimedia 
market in Hong Kong is promising. It certainly is an encouraging result for 
both existing market players and potential entrants. 
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Hong Kong is being transformed into a tertiary economy since 1980s. Due to the 
easy access to cheap labour resources as a result of the open-door policy of China, 
manufacturing processes of many industries have been moved to the North. 
Instead of exporting labour-intensive products, Hong Kong is now becoming more 
capital centered, high-technology based, and service oriented. 
In order to maintain and improve the competitive edge of Hong Kong in the 
international arena, more and more firms find it important to establish an 
advanced technological infrastructure in office setting to improve work efficiency 
and effectiveness. Electronic data interchange (EDI) has already been widely used 
in business trades to speed up documentation procedure and reduce storage cost of 
bulky paper files. Office automation applications like electronic mail, word 
processor, electronic spreadsheet and presentation software now play an 
indispensable role in our work environment. As the software technology 
progresses, these software tools are becoming more powerful and flexible, and are 
provided with a user-friendly and ease-to-use interface. Software support under a 
windowing environment and a local area network (LAN) is becoming a necessity. 
Although these innovations can certainly help in providing solutions to current 
business problems, no one should be content with the current technological 
achievement in a fast-growing and ever-changing environment. One of the 
shortcomings of the traditional realm of data processing is the use of the keyboard 
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which introduces extra efforts in communicating with a computer. Employees 
have to be trained to get familiar with the commands before they can make the 
software work for them. The invention of the mouse pointing device to a certain 
extent has brought some relief. But the ideal and most natural way of interaction 
between human and computer like the use of touch-screen for input and audio-
visual presentation for output is not yet popular. The advantages of this mode of 
human-machine inteiface are shorter training time, richer and more impressive 
display effect, greater personal involvement and, more importantly, easier 
information and knowledge dissemination. 
As a result of the rapid development in hardware technology, the once illusive 
dream seems to be coming true. Multimedia is a hot term that evolved in recent 
years and it represents a fundamental revolution in interaction between human and 
computer. In simple terms, we can describe multimedia as a configuration which 
integrates versatile communication mechanisms into a computer system to achieve 
high-level interaction. In the next section, a more rigorous definition of the term 
will be provided. 
1.2. DERNITIONS 
The word multimedia is often misused and so makes it hard for people to be 
precise when they want to discuss the subject. Thus it is necessary to have a 
rigorous definition of multimedia that is generally agreed upon among researchers 
and practitioners in the field. Let us first consider multimedia from a linguistic 
point of view: 
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Multi refers to many, i.e. at least two or more. 
Media is the plural form of medium which can refer to storage, 
transmission, communication, representation, input, interaction and 
even perception. This means that media can refer to different 
levels of abstraction. 
Multimedia is sometimes used as an adjective and sometimes as a 
noun. 
These simple definitions of the words explain to some extent why there are so 
many different interpretations of multimedia. In order to give a background for 
further discussion of multimedia, we quote a definition that was given at the 
UMIS Workshop, Portugal, June 1990 (KjeHdahl, 1992). 
"1. Multimedia is concerned with both input and output (including 
their combination called interaction). 
2. For output, multimedia is concerned with streams operating in 
parallel (for example, vector graphics, raster graphics, text, video, 
sound etc.). Streams may not be the best word, channel tracks or 
modes are alternatives. 
3. For input, multimedia is concerned with simultaneous input events 
generated by one or several different devices (for example key 
chords, foot pedals, spoken commands, dataglove, datasuite，five-
finger-mouse, touch screen, eye tracker, musical instruments etc.) 
all being used in parallel. 
4. On input, it is concerned with the composition of higher level input 
tokens in terms of more primitive input events. For example, 
gesture input could be derived from a set of dataglove positions." 
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1.3. CHARACTER TSTTf^ 
Multimedia computing combines the emotional impact of broadcast media with 
the computer's processing power and the rich knowledge base of publishing. 
These three different industries have different disciplines, characteristics, and 
conventions. As we depict the features of media below, one can easily find the 
similarities among these areas. 
Technology driven - Multimedia has evolved mainly as a result of the 
development of the technology with faster computers，audio and video technology 
including Compact Disc - Read Only Memory (CD-ROM), better compression 
techniques, new and better storage devices and more use of computer networks. 
Interdisciplinary area - People work with multimedia from different points of 
departure, e.g.: 
• Media people working with TV, film, radio and press 
• Computer graphics designers 
• Interaction designers 
• Applications developers 
Different people have different wishes and expectations of the use of multimedia. 
A computer scientist may not produce a good multimedia system from the user's 
point of view. The media people may have problems to build the systems they 
want to have and they may not always realize the limits and the possibilities of the 
technique. 
Standards Needed - Many different techniques are combined within multimedia 
and various kinds of equipment are used together. It will be very much simplified 
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if we can agree on standards. Under the trend of developing open and cooperative 
systems, there is a need for standardization on different levels. 
New Born Star - As multimedia is still under development, there are not many 
applications where multimedia has been used. Some examples can be found in the 
areas such as education (e.g. library and training), marketing (e.g. advertising or 
point of sales), broadcasting (e.g. animation) and public access (e.g. information 
enquiry at airport or presentation in museums). Anyhow, it is very clear that the 
area of multimedia is still not mature. We do not know how exactly this new 
technique will be used in the future. Will it be used by everyone as a ubiquitous 
tool incorporated in all the things we have around us or will it be used solely for 
production of specialized applications including highly sophisticated 
presentations? From a technical point of view we can expect better animation 
techniques, better techniques for the generation of photorealistic pictures as well 
as a continuation of the development of getting faster computers and storage 
devices. Thus we can be optimistic about the future development of multimedia. 
1.4. OBJECTIVES 
In the States, multimedia is found to be most commonly applied in areas like 
advertising, graphics design, animation and education. However, here in Hong 
Kong the development of multimedia is still at its infant stage. Thus it is our 
primary objective of this project to study its current development and future 
opportunities in Hong Kong as a whole. Specifically, we would like to identify 
some application areas which look promising with an in-depth evaluation. Also, 
we would attempt to pinpoint major obstacles and difficulties, if any, in the 
development of multimedia in Hong Kong and give advice to prospective entrants. 
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Finally’ we would endeavor to project the development potential of multimedia by 
application areas in Hong Kong. 
Basically the authors attempted to approach the research problem by conducting a 
questionnaire survey supplemented by interviews. A description of the research 
methodology used here is presented in Chapter 2, "Research Methodology." 
Chapter 3，"Interview Findings" presents a summary report of the direct interview 
with two companies. Chapter 4, "Data Analysis & Findings" then details the 
result findings of our mail questionnaire survey. This is followed by Chapter 5， 
"Discussions - Limitations & Interpretations" which discusses the research 
limitations and the interpretation of our research findings. Finally, based on the 





2.1. STATEMENT OF PROBLEM 
Basically the prime objective of the project is to evaluate the current development 
of multimedia applications in various industries of Hong Kong. The authors 
attempted to identify the advantages or benefits brought about by multimedia 
applications, and the difficulties or barriers encountered while applying 
multimedia technology in existing or new projects. Based on the research survey, 
the authors also attempted to project the market potential of multimedia in Hong 
Kong industries, and identify the application areas which will find multimedia 
applicable and promising. 
2.2. EXPLORATORY PILOT STUDY 
As multimedia is still in its infancy in the colony, not much published information 
and statistics are available for reference purpose. Furthermore, the number of 
companies making use of multimedia technology is still very small. As a result, a 
pilot study was conducted at the outset to have an update on the present status quo 
of multimedia applications in Hong Kong. Basically the pilot study was 
conducted in three different stages. The first stage was in the form of literature 
review of current multimedia technology and applications Such secondary sources 
of data mainly came from CD-ROM databases like ABI/INFORM, INSPEC and 
Computer Select. A market research survey by industry analysts of Forrester 
Research Company also served as one of our useful references (Hill and et al, 
8 
1992). The characteristics of multimedia and the potential application areas were 
noted in the whole literature review process. 
This was followed by telephone interviews with a number of local and foreign 
companies that, to the knowledge of the authors, are either using multimedia 
applications or planning to implement multimedia related projects in the near 
future. Through the interviews，the authors gathered more concrete data regarding 
their experiences and plans, if any, on using multimedia, as well as their opinions 
on the future of multimedia. This serves to provide the authors a preliminary 
background on how multimedia are being applied in the business world. 
With the telephone interviews, the authors are able to identify two companies that 
have extensive experiences with multimedia and which accepted our invitation for 
a further in-depth face-to-face interview. The objective of the direct interview is 
to extract more detailed information from the companies, be they end user or 
service provider. Based on the inputs from the first two stages of the pilot study, a 
list of questions was compiled and faxed to the companies several days prior to the 
actual interview. This allowed the interviewees sufficient preparation time to 
spend some thoughts on what we would ask, with the hope that the interview 
findings would be more rewarding and fruitful. Questions posed at the interview 
were adapted as necessary according to the business nature of the company，and 
clarifications were made on the spot. 
All the observations and findings in the initial pilot study and field works served 
as valuable inputs for the authors to design and conduct a larger scale research 
survey, with the intention to elicit more objective data through an extensive 
coverage. Subsequently, the survey was conducted in the form of mail 
questionnaire, the details of which is described in the next section. 
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2.3. MAIL OIJESTIQNNATRR STIRVRY 
The research target population of our questionnaire survey mainly concentrates on 
large companies, both local and foreign, in Hong Kong, with the assumption that 
larger companies are more likely to possess the necessary resources to invest in 
multimedia applications. Further, it should be easier to find multimedia applicable 
in companies with such a sizeable scale of operations. In order to obtain data from 
companies which are both influential and representative in their corresponding 
industry, our sample is drawn from two reputable business directories published 
by Dun & Bradstreet: ”Key Decision Makers in Hong Kong Businesses ]992" and 
"Who's Who in Key 1,000 Foreign Enterprises in Hong Kong". Each of these two 
business directories respectively listed 1,000 key local and foreign companies 
conducting business in Hong Kong. This formed the basis of the sample frame of 
our target population. 
An identical classification scheme to group listed companies into various industry 
categories is employed in both directories. However, the classification was found 
to be too detailed, and so manual merging of related groups was carried out in 
order that each group size was large enough and the resulting business sectors 
totalled to a dozen to suit our research granularity purpose. In particular, these 
business sectors were categorized as follows: 
• Computing Services • Manufacturing 
• Bank & Finance _ Servicing 
_ Construction • Insurance & Investment 
_ Import/Export & Wholesale Trade • Transportation & Communications 
• Retail • Public Utility 
• Real Estates • Miscellaneous 
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With such a categorized sample frame, a stratified randohi samplingmethod was 
used in drawing the specific sample elements on a pro rata basis. Target groups 
with larger size would result in more samples chosen, and the selection process 
was random within each group. In view of the expected low response rate of 
around 15% for mail questionnaire survey under normal circumstances, the sample 
size was destined to be greater than 600 so that a total of at least 90 responses 
would be expected. One target respondent from each company within our sample 
would be sent a questionnaire. The questionnaire was mainly addressed to 
electronic data processing (EDP) managers or management information systems 
(MIS) managers. These should be the appropriate candidates to respond as it is 
most likely they should possess the requested information. 
With the above framework in place, a questionnaire was compiled using the inputs 
from previous pilot study stages. After several iterations, a total of 23 questions 
were included in the final questionnaire, all of which were closed-ended type of 
questions to facilitate data coding and analysis. Basically the questions were set to 
exploit the following areas of data: 
• characteristics of the survey sample 
• existing usage or application of multimedia, if any, and the 
concerned application areas 
• future plan to incorporate multimedia technology, if any, and the 
destined application areas 
• advantages or benefits of using multimedia 
• difficulties or limitations in launching multimedia projects, and the 
concerns involved 
• prospect of multimedia 
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A total of 643 questionnaires were sent out, each of which was accompanied by a 
transmittal cover letter and a stamped envelope. The cover letter served several 
crucial functions. It explained to the target respondents the purpose of our 
research survey. It also helped to communicate what multimedia referred to in the 
mind of the authors. Further, it conveyed the message that all responses would be 
kept strictly confidential for research purpose only. Last but certainly not least, it 
highlighted at the end that any respondent was eligible to have a copy of the 
executive summary of our research findings. This aimed at inducing a better 
response rate. A sample of questionnaire along with the trasmittal cover letter is 
included in Appendix I. 
2.4. STATISTICAL ANALYSIS 
In the week after the questionnaires were sent out, a number of phone calls by 
potential respondents were received. These mainly related to clarifications of 
specific issues. At the end of the collection period, a total of 132 responses were 
returned, which accounted to a desirable response rate of 20.5%. Six responses 
were filtered out because the questionnaires were left blank or filled out 
incorrectly or incompletely. In result, 126 responses were considered as valid. 
The questionnaires were subsequently codified into a data file, and the data 
analysis phase began. The popular statistical package SAS was solely utilized for 
analysis purpose. Included in Appendix II are the bar charts and pie charts along 
with frequency distribution statistics that are used for analysing meaningful 
variables. Based on these graphs, the findings and interpretation from our 
questionnaire survey are presented in Chapter 4，"Data Analysis & Findings" and 




In pur research a number of telephone and direct interviews had been conducted 
with two companies with the objective that they could share with us their 
experiences and opinions from their own perspectives. Two companies were 
interviewed, and they came from different industries. The interview findings are 
described below. 
3.1. ECHO PRESENTATION SERVICES LIMITED 
Echo Presentation Company is a small company providing tailor-made 
presentation services to clients of various industries. Its director, Mr. Luk, started 
the business in 1990. Multimedia technology was first employed in some of the 
projects about one and a half year ago. Since then, the company began to include 
more frequent use of multimedia in the services they provided. So far Echo has 
conducted quite a number of projects which involves multimedia components. 
Their clients includes Cathay Pacific Airways (CPA), Mass Transit Railway 
(MTR) and Hong Kong Telecom. The primary use of multimedia in their projects 
are mainly of the nature of information delivery, mostly in the areas of product and 
service promotion, as well as corporate image establishment and information 
provision. • 
In the experience of Mr. Luk, his clients were basically conservative to the concept 
of using new technology like multimedia, and in fact not many had knowledge in 
this field. Most of the time he needed to find ways to reassure the clients of the 
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benefits of multimedia in presentation projects, like showing the clients some 
prototype or demonstration systems. In the interview, Mr. Luk showed us a 
demonstration system developed by Echo which was used to illustrate the 
strengths of multimedia. These include end-user attractiveness, data updatedness, 
organized information, wide application, marketing image, flexible delivery, and 
multilingual support. The nature of interactivity was also stressed, like the 
multimedia system found in trade shows or exhibitions which allow direct 
interaction between users and the computer. 
Regarding the major professional skills involved in implementing multimedia 
based projects, Mr. Luk highlighted the importance of design creativity rather than 
technical expertise in computer knowledge. This is especially the case for Echo 
which is a presentation service provider. As pointed out by Mr. Luk, there existed 
cases where multimedia projects implemented by in-house EDP departments 
concentrated more on technology aspects while ignoring the utmost importance of 
creativity. Without such a crucial element, the outcome was usually below 
expectation. Mr. Luk also pointed out the significance of setting an appropriate 
expectation level for their clients, and relentless efforts needed to be spent to align 
the user expectation with what multimedia could achieve. It simply was difficult 
to quantify the resulting immediate benefits. 
Concerning the difficulties or barriers encountered so far by Echo while carrying 
out multimedia based projects, several points were mentioned. The process of 
collecting multimedia data is not a trivial one. Usually the information available 
was not well organized, and high skills were demanded in extracting relevant 
information and structuring it in a presentable way. Besides this, it was also not 
an easy task to set the price range of a multimedia based project, and the cost 
control exercise was also hard to carry out. 
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Overall, multimedia technology was regarded as quite mature, and its potential 
was substantial. What needed to be placed more emphasis on was the high 
requirement on creativity. Further, it was of necessity to educate the users of the 
associated benefits brought about by multimedia, and to portray their mindsets 
towards the usefulness of multimedia. 
3.2. CATHAY PACIFIC AIRWAYS LIMITED 
The Computer Based Training (CBT) section of the Ground Services Department 
of Cathay Pacific Airways (CPA) was mainly responsible for developing computer 
based training systems for ground services staff. It was about 3 years ago when 
CBT began to apply multimedia technology in their in-house developed training 
courses. At that time they mainly depend on a British based company to provide a 
proprietary system, on which they might perfoim further customizations. Besides 
being proprietary, the system showed its inflexibility in course development. As 
such, CBT had already initiated efforts to source for a different platform to 
develop training courses, mainly based on IBM PC compatibles and using 
windows-based environment. A more powerful authoring software called 
Authorware from Macromedia was adopted as their development tool. The 
software employed the latest object-oriented design approach, and that would ease 
and shorten the development cycle. The hardware adapter card called 
ActionMedia was also selected to provided tlie capability of audio and video. 
Regarding the source preparation of training materials, there existed a different 
section which provided the contents of the training courses to CBT for 
incorporation. A general framework was therefore already available to CBT with 
logical flow in place, and their prime responsibility was solely to present them, 
from a designer perspective, in more artistic and appealing ways. Nevertheless, it 
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still involves substantial efforts in the presentation design, and such a final touch 
was very crucial to the eventual outcome and effectiveness of the training courses. 
Current limitations mentioned included lack of standards which caused the 
problem of compatibility, and potential high storage costs for multimedia data 
specifically for audio and video information. 
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CHAPTER 4 
DATA ANALYSIS & FINDINGS 
4.1. SAMPLE CHARACTERTSTTn.S 
Out of the 643 questionnaires sent out, 132 replies were received. The response 
rate is 20.5%. As six respondents just left the questionnaire unfilled, the actual 
number of valid sampling units are 126. 
Organization Base and Job Title (Fig. E-6 & II-l) 
Nearly half of the respondents are employees of Hong Kong based companies 
while about one-fifth are working for European and American firms respectively. 
Only about 10% are staff of Japanese corporations. Most of the replies are 
provided by personnel bearing responsibility for corporate application 
development. Forty percent of the respondents hold an EDP manager title and 
about one-fifth are MIS managers. Others are contributed by managing directors 
or supervisors of systems/operations, administration，accounting, finance or 
marketing departments. 
Business Category (Fig. II-7) 
The samples are basically drawn from 12 different business categories. More than 
one-fifth of them are operating in the import/export and wholesale trade while 
more than one-sixth are doing their business in manufacturing. The remaining 
replies in sequence of relative proportion belong to retail, bank & finance， 
construction, transportation & communications，servicing, computing services, 
real estate, insurance & investment，public utility and miscellaneous. 
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Company Size: Number of Employees & Sales Turnover (Fig. 11-2，II-3 & n-4) 
The sizes of the responding companies in terms of number of employees (both 
local and worldwide) and annual sales turnover in Hong Kong are evaluated. 
Domestically, more than one-third of these firms have 100 to 499 employees and 
about one-fourth are smaller companies with less than 100 employees. The 
remaining 40% are huge firms with more than 500 staff. As many of the 
responding firms are multinational corporations (MNCs), half of them have more 
. t han 5,000 employees globally. In terms of annual sales turnover, 30% of the 
firms are maintaining a local sales ranging from HK$100 million to HK$499 
million. One-sixth are generating revenue between HK$500 million to HK$999 
million. About 10% of the companies have an annual sales in the ranges HK$50-
99 million, HK$ 1-2.49 billion and more than HK$5 billion respectively. 
Information Technology (IT) Investment Ratio (Fig. 11-5，H-8 & II-9) 
The percentage of annual capital outlay in information technology (IT) with 
respect to the organization's annual capital investment is surprisingly low. Half of 
the firms invest only less than 5% in IT and another 40% have an IT investment 
ratio from 5% to 14.9%. In other words, only 10% of the corporations invest 15% 
or more in IT. This result may be attributed to the drop of hardware price and the 
trend of downsizing corporate systems from mainframe to mid-range computer 
systems and PC LAN in recent years. When we analyze the IT investment ratio by 
organization base, it is found that both American and European based firms invest 
more heavily in IT than local companies do. More than one half of these 
corporations have an IT investment ratio from 5% to 14.9%. 
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Although more than two-third of the companies have a separate EDP department, 
most of the firms (more than 80%) only have less than 5% of computing 
professionals out of the total number of employees. 
4.2. CURRENT DEVELOPMENT OF MULTTMRDTA 
Applicability of Multimedia (Fig. E-10) 
In general, most of the respondents show optimistic attitude on the usefulness of 
multimedia. We discover that nearly two-thirds of the respondents find 
multimedia solutions applicable in their organizations. For business categories 
like computing services, retail, manufacturing and insurance & investment，the 
proportion of the positive replies is even larger. 
Plan of Developing Multimedia Applications (Fig. 11-11) 
Despite the encouraging results in the attitude on applicability of multimedia, only 
one-sixth of the firms are actually using multimedia applications. About one-fifth 
have planned to apply multimedia technology in the future. The remaining 65% 
have not had any plan upon developing multimedia applications yet. 
The plan of developing multimedia systems seems to be independent of the 
sample characteristics, such as IT investment ratio, organization base, business 
category (except for computing services) and establishment of EDP department. 
This result is surprising to a degree as it is contrary to our intuition that there 
should be some relationships among them. 
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Multimedia Implementation History (Fig. 11-12 & 11-13) 
Multimedia has actually been used in Hong Kong for some time.. 35% of the 
existing users first implemented their applications 13-24 months ago and less than 
one year ago respectively. The remaining 30% had their first multimedia 
applications developed more than two years ago. Companies using multimedia 
keep on developing new applications when needs emerge. More than 60% of 
them implemented their newest applications within the latest half year. 
Hardware Platform and Software Environment (Fig. II-14 & 11-15) 
More than a half of the existing multimedia applications are run under PC 
hardware platform. Nearly one half use MS-Windows/MS-DOS as the software 
environment while about one-fifth run simply on MS-DOS. Minicomputer is also 
widely used as the hardware platform for multimedia projects. 30% of the users 
have their applications executed on this type of computers. UNIX and Macintosh 
OS seem not to be popular choices for operating system environment as only 12% 
and 6% of the existing users adopts these software respectively. 
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Investment on Multimedia Projects (Fig. 11-16) 
As implied by a generally low IT investment ratio, most of the existing multimedia 
users have only limited investment expenditure (including hardware, software and 
labour cost) on multimedia projects. About one-third of the users invest less than 
HK$ 100,000 while only less than one-fourth have ail investment amount ranging 
from HK$250,000 to HK$499，999 and of more than one million HK dollars 
respectively. 
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Application Areas (Fig. 11-17) 
Multimedia is being used in various application areas nowadays. The most 
popularly applied areas are multimedia reference library, seminar/classroom 
training, self-paced instruction course and presentation. They altogether account 
for nearly 50% of the existing market. Other application areas such as corporate 
image promotion, sales kiosks/merchandise information inquiry, video-
conferencing, audio & video mail, product design & prototyping as well as 
problem-solving & advice-giving expert system also occupy about 35% share. 
Some other less popular application areas are public access exhibits, publishing & 
courseware authoring and entertainment business. From a higher level 
perspective, training & development and sales & marketing, especially the former, 
are two major application streams for multimedia projects. Applications for 
business communications and production, on the other hand, are still not 
commonly used. 
Source of Development (Fig. 11-17) 
• Most of the existing multimedia applications are developed by in-house 
professionals. ‘ About 86% of the current multimedia projects are in-house 
developed while only 14% are supplied by external services provider. However, it 
is too early to infer that there is a lack of opportunity in the market for solution 
providers. In fact, according to the findings revealed from the pilot interviews, 
many firms having a separate EDP department are collaborating with external 
professionals in the system design phase. Consultancy on artistic design or 
technical issues from external multimedia practitioners is often required at this 
stage although the development work may be mainly performed by in-house EDP 
staff. 
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Advantages and Benefits (Fig. 11-18) 
Nearly all of the existing users consider deeper user impression and ease to use as 
benefits that are significant to their organizations. About two-third find that the 
following advantages brought about by multimedia are significant to the firms: 
shortening staffs learning cycle, increasing work productivity, higher degree of 
freedom to express concepts and ideas, richer presentation with multisensory 
stimuli, and interactive involvement. However, promoting public image and 
uplifting staff morale are not recognized as significant benefits. In other words, 
the respondents generally find the tangible or more easily measurable benefits of 
multimedia more significant. 
Difficulties, Barriers or Limitations (Fig. 11-19) 
Most of the current users regard cost, lack of multimedia standards, and high 
demand on presentation creativity as major barriers in implementing multimedia 
projects. This finding is comprehensible as high cost and insufficient standard are 
often two major shortcomings of the latest or state-of-the-art technology. 
Multimedia seems to be no exception to this rule. Due to the very nature of 
multimedia technology, the requirement on creativity is often too high for an 
ordinary EDP team to fulfill. 
About one half consider the following four factors are also common difficulties 
encountered: extensive efforts in compiling multimedia source materials, lack of 
multimedia-professional staff, immature software technology level, and inadequate 
level of service support. As multimedia applications require talent or expertise of 
versatile disciplines such as artistic design and audio-visual (AV) editing, these 
barriers are difficult to avoid for at the beginning. 
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Relatively speaking, the following aspects seem not to be major obstacles in 
implementing multimedia applications as only a small portion of respondents 
consider these as barriers: user's reluctance to accept new ideas, immature 
hardware technology level, lack of management support and lack of networking 
interoperability. 
4.3. THE FUTURE OF MULTIMEDIA 
Planned New Multimedia Projects (Fig. E-20 & 11-21) 
For all the respondents who are using or planning to initiate miiltimedia 
applications, about a half will commence development within one year. In 
particular，more than one-sixth will start their work in next quarter and following 
half year respectively. About 15% will kick off new projects in the coming three 
months while another 15% will put their new projects under development in the 
coming two years. About 37% of this group of respondents have not planned for 
new multimedia project yet. This result may be due to specific business plans and 
decisions of those organizations. It does not imply they find multimedia 
applications unsatisfactory as the analysis above shows that the existing users 
generally have a positive attitude towards multimedia systems. 
The application streams on which there is a higher likelihood to make use of 
multimedia technology are training & development and sales & marketing. This 
result is quite consistent with the scenario of current usage depicted above except 
that slightly more projects will be on the latter. Specifically, about two-third of 
the respondents who are using, or have planned to use multimedia claim they will 
probably develop new multimedia applications ‘ for presentation and sales 
kiosks/merchandise information inquiry. More than a half show their interest on 
applying multimedia to application areas such as seminar/classroom training, self-
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paced instruction course, multimedia reference library and corporate image 
promotion. 
The number of respondents who will likely start up new multimedia projects on 
self-paced instruction course as well as audio & video mail is just slightly more 
than that of those who will not. Applications on public access exhibits and 
problem-solving & advice-giving might be developed by only a few existing or 
potential users. Most of the respondents also declare they will unlikely have new 
multimedia projects on the following four application areas: video-conferencing, 
entertainment business, publishing & courseware authoring, and product design & 
prototyping. This trend agrees with the existing usage that the opportunities on 
business communication and production are not as good as those on training & 
development and sales & marketing. 
Concerns for New Multimedia-Projects (Fig. 11-22) 
Most of the existing and potential multimedia users consider software technology 
level, marginal productivity gain, hardware technology level and management 
support as major concerns when they are going to initiate new multimedia-based 
projects. This reveals that they are skeptical about the real improvement 011 work 
performance as well as the capabilities of existing packages. 
Other factors such as the availability of existing expertise and suitability vis-^-vis 
the application nature are also considered as concerns. Comparatively speaking, 
the following matters are less worried about by the respondents: initial setup cost, 
recurrent expenses incurred and user acceptance. 
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Budget for New Multimedia Project (Fig. n-23) 
In general, the estimated total budgets (including hardware, software and labour 
costs) for multimedia projects in the coming three years are moderate. One-third 
of the existing and potential users have planned to invest HK$250,000 to 
HK$499，999 on these projects. About one-fourth have a budget of less than 
HK$ 100,000 while less than one-fifth will probably spend HK$100,000 to 
HK$249,999 on these multimedia systems. Only about 20% will have an 
investment amount equal to or greater than half a million HK dollars. 
Potential Development on Application Areas (Fig. 11-24) 
Presentation and corporate image promotion are the two application areas which 
have the highest probability to apply multimedia technology for the potential 
customers. More than 80% of the respondents who have not planned to use 
multimedia on these two application areas claim that they will do so in the future. 
About 60% declare they may apply multimedia to sales kiosk/merchandise 
information inquiry. 
No apparent opportunities can be found for seminar/classroom training, self-paced 
instruction course, multimedia reference library and audio & video mail since only 
about a half of the respondents show positive attitude on these aspects. The 
development potentials for those application areas not mentioned here are even 
lower. 
While this result is still consistent with that of planned development, a greater 
deviation from the finding of existing usage is portrayed. As this trend reveals a 
critical managerial implication, a more in-depth interpretation is attempted here. 
We believe that more and more firms find multimedia applicable and effective on 
sales & marketing whereas the market for training & development grows in a 
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much slower pace. One of the reasons behind may be that the sales and marketing 
functions become increasingly important in today's market-driven and service-
oriented business environment. Another reason seems to be due to a process of 
imported technology diffusion. The very nature of training and development 
allows it to more easily apply multimedia when the technology was first 
introduced. The management can obviously see and accept its effectiveness and 
benefits on this area. On the other hand, multimedia applications for sales and 
marketing are totally new concepts and ideas which takes time for management to 
accept until the technology become more mature and promising. 
Multimedia Free by 1995? (Fig. 13-25) 
As an attempt to verify the validity of the findings of an US based research 
servicing company, Forrester Research Company，that "Multimedia capabilities 
will be free by 1995" due to low user demand, we purposely set out a question to 
get respondents' feedback upon this statement. About 40% of the firms agree with 
this viewpoint and think it will likely be true by then. However, about 35% have 
an opposite opinion on this saying. Due to these replies as well as the business 
need and positive attitude on multimedia shown in the above analysis, we are 
skeptical about Forrester Research Company's findings. 
Future Outlook of Multimedia Market (Fig. 11-26) 
Most of the respondents are optimistic about the future of multimedia market in 
Hong Kong. About 60% find this market promising or very promising. Only less 
than 5% are pessimistic about the market's future. It certainly is an encouraging 
result for the existing market players or potential entrants. However, multimedia 
opportunities in different business categories and in different application areas are 
not identical Market niches have to be located and targeted so as to concentrate 
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DISCUSSIONS _ LIMITATIONS & INTERPRETATIONS 
5.1. LIMITATIONS 
5.1.1 SAMPLING DESIGN 
Since the scope of the project covers the general development of multimedia in 
Hong Kong, we need to collect data which are broad enough to depict at least the 
profile of the overall picture. Thus a mail survey of medium scale was conducted 
to gather information basically from large firms. As explained in the research 
methodology section, we select large corporations as the sample frame based on 
the assumption that they are more likely to possess the necessary resources to 
invest in multimedia applications. To this extent, we must confess that there 
might be some biases towards the topic investigated as the attitude of small firms 
are not measured. It might result in over-generalizing the findings based on large 
firms to all companies in Hong Kong. On the other hand, it is quite impractical, if 
not impossible, to draw a sample from the whole population nor is it feasible to 
establish a sample frame which is really representative of all firms in Hong Kong. 
Therefore, we decided to set up the sample frame based on the two business 
directories for large companies published by Dun & Bradstreet when weighing the 
feasibility against the integrity of the survey. We believe that the possible bias 
induced from the sampling design should not invalidate the research findings as 
what we are studying is a general trend instead of detailed figures. 
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5.1.2 STATISTICAL SUPPORT 
According to our knowledge, research on multimedia in Hong Kong from a 
marketing perspective has not been done before. In view of this, we determined to 
explore the topic in breadth rather than in depth as we can hardly find any 
published secondary information or statistics as a foundation for further study. 
Thus the questions set in the questionnaire are largely designed to capture the 
overview of the multimedia development in Hong Kong. With this respect, 
almost all of the questions are asked in a close-ended format with preset choices of 
answers. In other words, most of the data collected are nominal or ordinal data. 
As a result, hypotheses can only be stated in form of interdependence between two 
variables and be verified using the Chi-square test. Unfortunately, all hypotheses 
planned to be tested cannot be substantiated due to lack of correlation between 
variables. In some cases, the number of cells with expected frequency lower than 
five is so material that the validity of the test is questionable. As a result, most of 
the findings and interpretation stated in the data analysis section are mainly based 
on the simple bar chart, frequency table and cross-tabulation analyses. In strict 
sense, the significance of some findings do not have enough statistical support. 
However, if what we are targeting is to understand multimedia development in 
Hong Kong from a high level perspective, the research results can still serve the 
purpose. 
5.2. INTERPRETATIONS 
Is Low IT Investment Ratio a Barrier to the Development of Multimedia? 
Although Hong Kong is advanced in terms of knowledge and technology, most 
firms in the colony only invest a small portion of their capital outlay on 
Inforaiation Technology (IT). We interpret this phenomenon as a combined effect 
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of rapid growth in IT and conventional scope of computerization within 
organizations. 
On one hand, the development in hardware is so fast that the latest models are 
usually out-dated within two years. Thus, many firms may hesitate to invest big 
money onto computer hardware unless its upgradeability is guaranteed and its 
necessity is ascertained. Moreover, the rapid development in hardware and keen 
competition among vendors also pull down the hardware cost substantially, 
especially on PC and mid-range computers. As a result, many corporations are 
following the trend of computer systems downsizing and distributed processing. 
On the other hand, although a lot of companies find computerization on front-end 
service important, still many firms implement computer projects only on back-end 
daily operations, such as production and accounting. But this situation is being 
changed recently. As quality service is becoming an essential competitive 
advantage nowadays, more and more firms will computerize and improve their 
services to customers. Further, the latest concepts of client/server technology and 
end-user computing may also boost up investment on IT by extending the scope 
and coverage of computerization to almost every workstation of a firm. 
Therefore, we believe that the small percentage on IT investment in Hong Kong 
should not imply that the multimedia opportunities are limited. As reflected from 
the findings on the mail survey, the most popular hardware platform and software 
environment for multimedia applications are PC and MS-Windows/MS-DOS 
respectively. When compared to the cost of a typical mainframe system, the 
investment needed for multimedia applications is only minimal. This argument 
can be supported by the fact that the respondents do not consider cost as a major 
concern of implementing multimedia projects. Once multimedia applications are 
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proven to be useful in improving work, efficiency and effectiveness, it is expected 
that firms will be willing to invest on these projects. 
Market Opportunities Analysis 
In spite of the low usage rate and small project scale on multimedia applications, 
the general attitude towards their usefulness and applicability in organizational 
settings is optimistic. For a new technology like multimedia, it usually takes time 
for the market to test its feasibility before putting it into production. Especially in 
this case, expertise from various disciplines such as presentation design, computer 
programming and content authoring needed is probably not readily available. So it 
is much more complex to set up a multimedia project team than a conventional 
computer project is and this partially explains why the initial trial rate is low. 
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In order to increase the possibility of making the application of multimedia a 
success, most pioneers choose collaboration with external service providers as the 
form of developing the projects. They also apply the technology to the areas 
which are intuitively related to the subject - training & development as well as 
sales & marketing. 
Like other latest technology, multimedia faces a major shortcoming - lack of 
standard. On top of this, the high demand on presentation creativity is another 
main barrier in developing multimedia systems. Although the former is being 
gradually rectified through joint efforts among vendors and researchers, the latter 
might take time to overcome before the required expertise is available and the new 
composition of project team is widely accepted. 
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The users of multimedia consider apparent benefits such as ease to use and deeper 
user impression more important than those not easily measured such as marginal 
productivity gain. This result is a bit surprising to us because it is the advantage 
like the latter that can justify the implementation. Moreover, the apparent benefits 
are only the means to the very end - productivity or effectiveness gain. Thus, it 
reflects that the users are still not confident in the contribution of multimedia 
applications to the company's core business. It may also be due to the fact that 
most firms are using multimedia systems for training & development which is not 
obviously linked to the improvement on productivity. 
According to the findings, presentation, corporate image promotion, and sales 
kiosks/merchandise information inquiry are the three application areas which have 
highest probability to apply multimedia technology for potential customers. It is 
found that more and more firms find multimedia applicable and effective on sales 
& marketing whereas the market for training & development grows in a slower 
pace. One of reasons behind may be that the sales and marketing functions 
become increasingly important in today's market-driven and service-oriented 
business environment. Another reason seems to be due to process of imported 
technology diffusion. The vary nature of training & development allows it to 
more easily apply multimedia when the technology was first introduced. The 
management can obviously see and accept its effectiveness and benefits on this 
area. On the other hand, multimedia applications for sales and marketing are 
totally new concepts and ideas which take time for management to accept until the 




Based on the analysis of our research findings, we would like to conclude the 
report with our recommendations to both external multimedia service providers 
and multimedia end users. We know from our findings that external service 
providers are presented with varying degree of multimedia opportunities in 
different business categories and on different application areas. Higher market 
potential is found to exist in those business categories like computing services, 
retail, manufacturing and insurance & investment. Applications on sales & 
marketing and training & development, in particular the former one, reveal their 
trends to grow rapidly. As such, we recommend external service providers on 
multimedia should properly identify those market niches areas where there is high 
potential for profit and market share maximization. Further, our research statistics 
manifested many large firms are developing multimedia systems by in-house staff. 
We therefore recommend that external solutions providers should try to establish 
collaboration link with the end users by playing the consultancy role on artistic 
design and the supporting role on technical know-how. Besides, they should 
provide quality service with reasonable and client-affordable cost. This is vital in 
order for them to develop a long-term client-server relationship. This may also 
serve as the basis for eventual total solution provision. 
On the other hand, there is no doubt multimedia technology is becoming more and 
more mature and promising, as supported by our survey findings. Though the 
costs of the multimedia peripherals keep on dropping and may one day be 
equipped with adequate hardware capabilities at minimal incremental price，cost 
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control is still of utmost importance. Further, we recommend the end users to pay 
particular attention to the multimedia project management aspect. When 
compared to the conventional MIS projects, the project scheduling of multimedia 
applications which always involve creative work is more difficult to manage. 
Managing a project with substantial creative elements demands additional 
contingency plans for project slips at various stages. Besides, we recommend the 
end users should always review the structure of their EDP departments once they 
get involved with any kind of multimedia projects. The expertise mix of the 
department may have to be adapted because professional personnel on graphic or 
animation design as well as content experts are becoming more important in 
developing these systems. Moreover, users' acceptance and management support 
have to be obtained before a new multimedia project is initiated so as to avoid any 
possible resistance. 
We hope our recommendations presented above may serve as a useful reference 
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工商管理學院碩士課程 
MBA Programmes 
Faculty o f Business Administration 
學生碩士企劃用箋 February 18,1993 
Student MBA Projects 
Dear Sir/Madam 
Re: Market ing Research on Multimedia Development in Hong Kong 
We are final-year students of the tliree-year part-time MBA programme held by the Chinese University 
of Hong Kong. As a partial fulfilment of the requirement of the programme, we formed a team to work 
on an MBA project. The topic of our project is "Multimedia Opportunities in Hong Kong". It is 
our primary objective of the project to study the current development of multimedia ^plications in 
various industries, the advantages or benefits brought about and the difficulties or barriers encountered. 
We also want to project the potential opportunities of multimedia solutions in the future. 
As multimedia is a new buzzword widely used, a brief definition is given to ensure we are speaking in 
the same language. The word multimedia we mentioned in our project topic refers to a new computer 
technology which integrates and processes various complex data types. These include sound, video 
and animation in addition to the traditional ones like text and graphics with,which a high level 
interaction between a computer and the user can be achieved. Latest input devices like touchscreen and 
state-of-the-art storage media such as CD-ROM are commonly used in a multimedia system. 
Since the defined project topic requires us to capture information of extensive coverage, we decided to 
use questionnaires as the means of survey. In order to obtain data from companies which are influential 
and representative in their corresponding industry, our sample is drawn from two reputable business 
directories published by Dun & Bradstreet: ”Key Decision Makers in Hong Kong Businesses 1992" and 
"Who's Who in Key 1,000 Foreign Enterprises in Hong Kong". A stratified sampling method by j 
industry was used to randomly select, out of 2,000 firms, 660 large local and foreign corporations. 
It is our fortune to have your company selected as one of the respondents for filling out the enclosed 
questionnaire. It will lake you only about 10 to 15 minutes to complete. You are eligible to have an 
executive summary of our research report which will be available by June this year. Please provide j 
your coiporate GPO box number or your company address whichever appropriate on the returned i 
questionnaire if you do want to have a copy of the report summary. All the information that you 
provided will be kept strictly confidential and be used solely for research and study purposes. We 
would be grateful if you could complete the whole questionnaire and send it back to us using the 
enclosed stamped envelope within 10 days. If you have any queries or need further clarification on the 
questions, please feel free to contact the undersigned. Your participation will definitely contribute to 
the success of our research and be highly appreciated. Thank you very much for your kind co-operation 
in advance. 
Yours faithfully 
William Chau Steven Wong 
(804 7713) (358 6207) 
Encl. 
MARKET SURVEY OF MULTIMEDIA OPPORTUNITIES IN HONG KONG 
•:• • 
1. What is your job title? 
• Managing Director 
• EDP Manager 
• MIS Manager 
• Marketing Manager 
• Others (pis specify) 
2. What is the total number of employees in your organization? 
Local Worldwide 
• • Below 100 
Q • 100-499 
• a 500 - 999 
• • 1,000 - 2,499 . 
• • 2,500 - 4,999 
a a 5,000 or above 
3. The annual sales turnover of your organization in Hong Kong is 
• below HK$10 millions 
• HK$10 - 49 millions 
• HK$50 - 99 millions 
• HK$100 - 499 millions 
• HK$500 - 999 millions 
• HK$1,000 - 2,499 millions 
• HK$2,500 - 4,999 millions 
• HK$5,000 millions or above 
4. please specify the percentage of annual capital outlay in information technology with respect to 
your organization's annual capital investment in Hong Kong. 
• below 5% 
• 5 -9 .9 % 
• 10 -14.9% 
• 15 -19.9% 
• 20 - 24.9% 
• 25 - 29.9% 
• 30% or above 
5. Your organization is 
• Hong Kong based 
• American based -
• European based 
• Japanese based 
• Other (pis specify) 
1-1 
6. Which of 山e followings best describes your organizalion's business? (Pis check ONE only) 
• Computing Services 
• Bank & Finance 
• Construction 
• Import/Export & Wholesale Trade 
• Retail 
• Real Estates 
• Manufacturing 
• Servicing 
• Insurance & Investment 
• Transportation & Communications 
• Public Utility 
• Government & Education 
• Other (pis specify) 
7. Does your organization have a separate EDP or Office Automation department? 
• Yes 
• No 
8. What is the percentage of computer professionals out of the total number of employees of your 
organization in Hong Kong? 
• below 5% 
• 5-9 .9 % 
• 10 -14.9% 
• 15 -19.9% 
• 20 - 29.9% 
• 30 - 49.9% 
a 50% or above 
9. Do you find multimedia solutions applicable in your organization? 
• Yes 
• No. Pis briefly state your reasons in the space below. 
(pis skip to 22) 
10. Are there any existing multimedia applications in your organization? 
• Yes 
• No, but under plan (pis skip to 17) 
• No, not yet planned (pis skip to 21) 
11. How long ago was your first and latest multimedia application implemented? 
First Latest 
• • 3 months or less 
• • 4 - 6 inonliis 
• • 7 -12 months 
• • 13 -24 months 
• • 25 - 36 months 
• • Over 36 months 
1-2 
\ 
12. Please indicate the software environment and hardware platform for llie majority of your 
multimedia applications? (Pis check ONE only for each column) 
Software Environment Hardware Platform 
• MS-DOS • PC 
• MS-Windows / MS-DOS • Macintosh 
• Macintosh OS • Workstation 
• Unix • Minicomputer 
• Other (pis specify) • Midrange Computer 
• Mainframe 
• Other (pis specify) 
13. What is your current investment (including hardware, software and labor costs) on multimedia 
projects?, 
• Below HK$100,000 
• HK$100,000 • 249,999 
a HK$250,000-499,999 
• HK$500,000 - 999,999 
• HK$1,000,000 - 4,999,999 
• HK$5,000,000 or above 
14. Multimedia applications may be developed by in-lwuse department or external service providers. 
Please indicate, where applicable, the number of multimedia applications found in your 
organization in each of the following application areas: 
In-house Via External 
Developed Service Providers 
Training & Development 
Seminar / Classroom Training [ ] [ ] 
Self-paced Instruction Course (e.g. CBT, CAI) [ ] [ ] 
Multimedia Reference Library [ ] [ ] 
Sales & Marketing 
Presentation [ ] [ ] 
Corporate Image Promotion [ ] [ ] 
Sales Kiosks / Merchandise Information [ ] [ ] 
Business Communications 
Videoconferencing [ ] [ ] 
Audio & Video Mail [ ] [ ] 
Public Access Exhibits [ ] [ ] 
Production 
Publishing & Courseware Authoring [ ] [ ] 
Entertainment Business [ ] [ ] 
Product Design & Prototyping [ ] [ ] 
Problem-solving & Advice-giving Expert System [ ] [ ] 
Other {pis specify) 
[ ] [ 1 
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15. Your existing multimedia applications may bring about various advantages or benefits to your 
organization to different extent Please weigh the benefit level in each of the following aspects: 
Least Most 
Significant Significant 
1 2 3 4 5 
Promote Public Image • • • • • 
Uplift Staff Morale • • • • • 
Shorten Staffs Learning Cycle • • • • • 
Increase Work Productivity • • • • • 
Higher Degree of Freedom to Express 
Concepts & Ideas • • • • • 
Richer Presentation with Multisensory 
Stimuli • • • • • 
Interactive Involvement • • • • • 
Ease to Use • • . • • • 
Deeper User Impression • • • • • 
Other (pis specify) 
• • • • • 
16. In your opinion, to what extent will each of the following factors constitute the difficulties, 
barriers or limitations in implementing multimedia applications: 
Highly Highly 
Disagree Agree 
1 2 3 4 5 
Cosily • • • • • 
Lack of Multimedia Standards • • • • • 
High Demand on Presentation Creativity • • ‘ • • • 
Extensive Efforts in Compiling Multimedia 
Source Materials • • • • • 
Lack of Professional Slaff in Multimedia • • • • • 
User's Reluctance to Accept New Ideas • • • • • 
Immature Software Technology Level • • • • • 
Immature Hardware Technology Level • • • • • 
Inadequate Level of Service Support • • • • • 
Lack of Management Support • • • • • 
Lack of Networking Interoperability • • • • • 
Olher (pis specify) 
• • • • • 
17. When do you expect to start mw multimedia-based projects? 
• Within 1 - 3 months 
• Within 4 - 6 months 
• Within 7 -12 months 
• Within 13-24 months 
• After 24 mon 山 s 
• No such planning yet (pis skip to 21) 
1-4 




1 2 3 4 5 
Training & Development 
Seminar / Classroom Training • • • • • 
Self-paced Instruction Course 
(e.g. CBT, CAI) • • • • • 
Multimedia Reference Library • • • • • 
Sales & Marketing 
Presentation • • • • • 
Corporate Image Promotion • • • • • 
Sales Kiosks / Merchandise Information • • • • • 
Business Communications 
Videoconferencing • • • • • 
Audio & Video Mail • • • • • 
Public Access Exhibits • • • • • 
Production 
Publishing & Courseware Authoring • • • • ( • 
Entertainment Business • • • • • 
Product Design & Prototyping • • • • • 
Problem-solving & Advice-giving 
Expert System • • • • • 
Other (pis specify) • • • • • 




1 2 3 4 5 
Initial Setup Cost • • • • • 
Recurrent Expenses Incurred • • • • • 
Marginal Productivity Gain • • • • • 
Management Support • • • • • 
Existing Expertise Available • • • • • 
User Acceplance • • • • • 
Software Technology Level • • • • • 
Hardware Technology Level • • • • • 
Suitability vis-红-vis die Application Nature • • • • • 
Other (pis specify) 
. a a a a a 
20. What is your estimated total budget (including hardware, software and labor costs) for such types 
of projects in the coming three years? 
• Below HK$100,000 
• HK$100,000 - 249,999 
• HK$250,000-499,999 
• HK$500,000 - 999,999 
• HK$1，000，000 - 4,999,999 
• HK$5,000,000 - 9,999,999 
• HK$ 10,000,000 or above 
1-5 
21. Please specify other application areas that have not yet been planned but where there is a high 
potential to apply multimedia technology: 
Lowest Highest 
Potential Potential 
1 . 2 3 4 5 
Training & Development 
Seminar / Classroom Training • • • • • 
Self-paced Instruction Course 
(e.g. CBT, CAI) • • • • • 
Multimedia Reference Library • • • • • 
Sales & Marketing 
Presentation • • • • • 
Corporate Image Promotion • • • • • 
Sales Kiosks / Merchandise Information • • • • • 
Business Communications 
Videoconferencing • • • • • 
Audio & Video Mail • • • • • 
Public Access Exhibits • • • • • 
Production 
Publishing & Courseware Authoring • • • • • 
Entertainment Business • • • • • 
Product Design & Prototyping • • • • • 
Problem-solving & Advice-giving 
Expert System • • • • • 
Other (pis specify) 
• a a a • 
22. A US based market research firm anticipates that "Multimedia capabilities will be free by 1995"t 
i.e. multimedia capabilities will come free with computer systems. What is the possibility that 
this will turn true? 




• Very likely 
23. How promising is llie future of multimedia market in Hong Kong? 




• Very Unpromising 
T H E E N D 
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